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Re in tro duc ing the Main Char ac ters... Plus One!
Four fun char ac ters re turn to help you learn power moves and think ahead like
a pro:

Zort from Zugzwang 
A teen aged com puter from planet Zugzwang, his fa vor ite hob -
bies are chess, facebook and googling. Zort cre ated a splash with
earth kids in Power Chess for Kids: Vol ume One by us ing his
amaz ing com puter board sight  to show what’s re ally go ing on
in com pli cated vari a tions and key po si tions.

The Di no saurs
‘The Di no saurs’ sym bol ize play ers in the first great chess tour na -
ments, from around 1850 to the 1890’s. Like Tyrannosaurus Rex 
they were crude and deadly, al ways play ing for the kill and pro -
duc ing many ex cit ing power moves. 

Power Chess Kids
Chess kids of the world ask typ i cal kid’s ques tions about win -
ning mas ter tac tics and cal cu la tion of power moves.

The chess pro fes sor an swers kids’ ques tions with wit and wis -
dom, giv ing you im por tant win ning tips!

Fi nally, in tro duc ing an amaz ing new char ac ter...
 

Knelly the Knight
Knelly vol un teered to be the ‘voice of the pieces’ for this book,
giv ing im por tant ad vice about what each piece wants, and how
to use its pow ers most ef fec tively!

Power Chess  for  Kids
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In tro duc tion To Vol ume Two
In Power Chess for Kids, Vol ume One, we stud ied four key tricks for think ing 1.5
power moves ahead, and four es sen tial mas ter tac tics that win games. We
learned that most kids think only of moves they want to make; but to be come a
ti ger, the most im por tant chess skill is to an a lyze a pro duc tive move for your -
self, find the op po nent’s best an swer, and then learn to see one more move
ahead (this is what we mean by 1.5 power moves). If you have n’t read Vol ume
One yet, it would be great to or der it now on Am a zon or at New in Chess’
website, be cause the les sons learned will help you un der stand this book even
better. Mean while, to help you catch up, here’s a very quick re view of the eight
key con cepts of Power Chess for Kids Vol. 1. Even if you read Vol. 1, you should at 
least skim this sec tion for a quick re fresher and fun new po si tions.

Eight Key Con cepts from Vol ume One:

1. Know and Use the Val ues of the Pieces:
Queen = 9 Points
Rook = 5
Bishop or Knight = 3
Pawn = 1
The King is price less; if you lose him you lose the game. But to show what a
good at tacker he is when few pieces are left, and it’s safe enough for him to ad -
vance, the K has an at tack ing value of about 3.5 points.
As noted in Power Chess One, The first thing a mas ter does when s/he looks at a po si -
tion is count the ma te rial on the board us ing these sim ple val ues. Power moves and
mas ter tac tics can’t help you win, un less you can fig ure out whose pieces are
worth more at the end of your cal cu la tions!

Erik Martinez Ramirez - Garagatagli  Skelleftea 2013

._._._.m
_J_._._J
.n._._J_
j._._._.
.lB_._L_
_.d._._.
R_._N_._
_._K_R_.

._._._.m
_J_._._J
.n._._J_
j._._._.
.lB_._L_
_.d._._.
R_._N_._
_._K_R_.

nblack to move
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A re cent game show cases four key con cepts of Book One. The first task: use the
val ues to fig ure out who’s ahead, es pe cially in a po si tion like this with great
ma te rial im bal ance! By the way, skip the ®’s when count ing pieces – both sides
al ways have one! So... White has two Õ’s for 10 points, plus three mi nor pieces
(bish ops and knights are also called ‘mi nor pieces’, while rooks and queens are
nick named ‘ma jor pieces’) – 9 points. So White’s ma te rial count is 19 points.
Black has a © for 9, 2 Ã’s for 6, and 4 pawns for a to tal of also 19 points. Ma te -
ri ally the game is even, but Black has a strong at tack. With his next move he
made White re sign! How? He looked 1.5 power moves ahead and found a win -
ning shot us ing two Vol ume One mas ter tac tics, a fork and a sneaky pin. The
move 1...©d4+! is a queen fork. Forks at tacks two pieces at once, here the ®
and the Àb6.

Wait a min ute! Can’t the Àe2 take Black’s ©?

No, be cause the À is pinned to the ® by the Ãg4! Book One
called this a ‘sneaky pin’. The À ap pears to pro tect d4, but
does n’t be cause tak ing the © would il le gally ex pose the W® to 
cap ture. White re signed since af ter 2.®c1 ©xb6 he’s down
three points with a lousy po si tion. This is a win ning edge be -
tween masters.

This mini-com bi na tion shows one more key con cept from Book One: Check
moves bang! Here’s a key se cret to see ing 1.5 moves ahead: when you have a
check ing pos si bil ity, try to look ahead and see his best an swer, plus your best
sec ond move. (A ‘full move’ in chess means your move plus his re ply, so 1.5
moves = a full move plus your sec ond move.) This will win you many games,
but it takes prac tice! Study ing the last di a gram care fully, you’ll see that the B©
has 8 pos si ble check ing moves(!), but they all lose, ex cept the win ning check
moves bang! fork 1...©d4+!.

2. The Quick Count
Use this mas ter cal cu la tion trick when a piece is at tacked and pro tected many
times, to quickly and ac cu rately as sess who co mes out on top. Here’s a typ i cal
sit u a tion in the Ruy Lopez opening:

Power Chess  for  Kids
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T_._.tM_
_.dLlJjJ
J_Sj.s._
_Jj.j._.
._.iI_._
_.i.nN_I
IiB_.iI_
r.bQr.k.

T_._.tM_
_.dLlJjJ
J_Sj.s._
_Jj.j._.
._.iI_._
_.i.nN_I
IiB_.iI_
r.bQr.k.

n

Black to move – can he win the d4-pawn?

Com put ers use the ‘brute force’ method to see if the d-pawn is
pro tected: 1...cxd4 2.cxd4 exd4 3.Àxd4 Àxd4 4.©xd4 is an
even trade, and the Àe3 pro tects the Ãc2. Black can’t win the
d-pawn; it is ad e quately pro tected.

Thanks for the ad vice, Zort, but hu mans aren’t ma chines! Com -
put ers have per fect board sight – they see the ex act po si tion in
their ‘brains’ even when cal cu lat ing four moves ahead. But
most hu mans don’t. See ing where each piece is and what it can
do, four moves from now, is very hard for us! Hu mans need
good short cuts to cal cu late more eas ily, and the Quick Count is

the best one. Here’s how it works: in the di a gram above, count how many black
pieces at tack the Ìd4, and how many white pieces de fend it. The an swer is 3 at -
tack ers (2Ì’s and the Àc6) ver sus 3 de fend ers (Ìc3, Àf3 and ©d1).

The Quick Count rule says: if the num ber of de fend ers equals the at tack ers, the pawn
is de fended. To win a pawn or piece re quires one ex tra at tacker.

The Quick Count works per fectly as long as pieces of equal value are be ing cap tured.

TsLdMl.t
_._._JjJ
J_.jJs._
_J_._._.
._.nI_._
_.n.bI_.
IiI_._Ii
r._QkB_R

TsLdMl.t
_._._JjJ
J_.jJs._
_J_._._.
._.nI_._
_.n.bI_.
IiI_._Ii
r._QkB_R

q

White to move – ex cep tion to the Quick Count

In tro duc t ion To Vol ume Two
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In this typ i cal Si cil ian De fense the Ìb5 is at tacked 3 times and de fended only
once, but White should n’t take it! Af ter 1.Àdxb5 axb5 2.Ãxb5+ Ãd7 the Val -
ues show White has lost a point – a À for 2 pawns. So just make sure equally
valu able pieces are be ing traded, and with prac tice the Quick Count will help
you cal cu late much better.

3-4. Takes Takes Bang! and Check Moves Bang!

We al ready saw a win ning Check Moves Bang! in the first di a gram, so to keep
our re view mov ing along, the next ex am ple shows both con cepts.

Ries - Naumann  Bad Wiessee 2008

._._._._
_._._._.
J_MjT_J_
_Jj._S_.
._I_.i._
_I_.b._J
I_._Ki._
_._._._R

._._._._
_._._._.
J_MjT_J_
_Jj._S_.
._I_.i._
_I_.b._J
I_._Ki._
_._._._R

nBlack to move

Af ter 1...Àxe3? 2.fxe3 White will take the h-pawn, with equal ity. But Black
used Takes Takes Bang! to find a win ning sac ri fice! When you cap ture some -
thing he nor mally must take back – and if you look 1.5 power moves ahead
you may find a win ning move on your sec ond play! 
Black found 1...Õxe3+! 2.fxe3 Àg3+! (a win ning À fork), re gain ing the Õh1
with a 4-point edge. 
Cap tures like 1...Õxe3+! are very forc ing. Forc ing moves limit the op po nent’s
op tions, mak ing cal cu la tion much, much eas ier. White had to play 2.fxe3, or
lose a bishop for noth ing. With a lit tle work, Black’s sec ond move 2...Àg3+
was n’t too hard to find. There’s an other rea son you can eas ily learn to find
1...Õxe3+ – it’s also a Check Moves Bang! com bi na tion!

5-6. Two Win ning Mas ter Tac tics: Forks and Pins

Our first and last di a grams showed forks (also called dou ble at tacks) by the ©
and À, so let’s look at a win ning pin:

Power Chess  for  Kids
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Walbrodt - Janowski  Budapest 1896

T_.d.tM_
jJjL_JjJ
.lJ_._._
_._.i._.
._._N_._
_._._N_.
IiI_QiIi
r._R_.k.

T_.d.tM_
jJjL_JjJ
.lJ_._._
_._.i._.
._._N_._
_._._N_.
IiI_QiIi
r._R_.k.

q

Black’s Ãd7 is pinned to the © by White’s Õd1. Pin ning means sim ply that if
the Ãd7 moves, it ex poses the piece be hind it (©d8) to cap ture by the WÕ.
Book One taught the best way to ex ploit a pin: pile up with the cheap est piece
pos si ble. 1.©d3, at tack ing the Ã again, looks good, but Black es capes with
1...Ãe6! when a Quick Count shows the B© is de fended: 2 de fend ers vs. 2
white at tack ers. So White used 1.5 power move cal cu la tion to find the win ning
pile-up 1.e6! fxe6 2.Àe5!, when Black re signed! The best try is 2...Õf7 3.Àxf7,
los ing a rook for bishop (also called los ing the ex change, a 2-point dis ad van tage), 
but White should win.

7. Skew ers

Müller - Morawietz  Bad Wiessee 2008

._._._._
_._._.mJ
._._._Jd
_._.j._.
.q._I_L_
_._I_._.
.i._Nk._
_._._._.

._._._._
_._._.mJ
._._._Jd
_._.j._.
.q._I_L_
_._I_._.
.i._Nk._
_._._._.

n

Black to move and skewer the knight

Skew ers, also called ‘x-ray at tacks’, are like pins turned in side out! A pinned
piece can’t move with out ex pos ing a stron ger piece. In skew ers, usu ally a stron -
ger piece (like the ® or ©) is at tacked, forc ing it to move and ex pose an other

In tro duc t ion To Vol ume Two
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piece be hind it. 1...©h2+! was a crush ing 1.5 power move skewer, forc ing 2.®f1
©xe2+ win ning the À.
(By the way, you prob a bly no ticed that this was also a check moves bang! trick.)

8. In ter fer ence Moves 
were the last win ning mas ter tac tic cov ered in Book One. In this strat a gem a
piece gives it self up for the team, by get ting in the way of a key en emy defender:

Mamedov - Raznikov  Aix-les-Bains Ech 2011

T_D_._._
_.j._.jM
J_I_.bSj
_I_._N_.
._._J_I_
_.q._._I
I_._.i._
_._._.k.

T_D_._._
_.j._.jM
J_I_.bSj
_I_._N_.
._._J_I_
_.q._._I
I_._.i._
_._._.k.

qwhite to move

The Quick Count shows White is down a pawn, but he found the spec tac u lar
power move 1.Ãd8!! with the kill ing threat 2.©xg7#. Only this move in ter feres
with Black’s in tended de fense 1...©f8 (or 1...©g8), so Black must give the ©
(1...©xf5) to stop mate.

Con grat u la tions! You’re now ready to learn the five re main ing
win ning tac tics in ev ery mas ter’s tool box! But first, Chap ter One 
of fers six im por tant tips for im prov ing your po si tion. Build ing
a strong po si tion vastly im proves your chances of land ing a
win ning blow, us ing the four cal cu la tion tips and nine win ning
mas ter tac tics from Power Chess for Kids, Vol umes One and
Two.

Power Chess  for  Kids

12



En tice ment Check mates: Ex er cises

._T_.tM_
jL_._JjN
._._J_._
_Jl.i._.
._.d._S_
i.n._._.
.iQ_B_Ii
r.b._R_K

._T_.tM_
jL_._JjN
._._J_._
_Jl.i._.
._.d._S_
i.n._._.
.iQ_B_Ii
r.b._R_K

nBlack to move

Find a self-block ing sur prise.

T_._Tm._
_Jd._J_Q
._._I_J_
j._L_.n.
._._._._
_I_._._.
I_.b.iIi
_._.r.k.

T_._Tm._
_Jd._J_Q
._._I_J_
j._L_.n.
._._._._
_I_._._.
I_.b.iIi
_._.r.k.

q

Force Black to self-block the es cape hatch.

Chap ter  Four – En tic e  ment Com bi  na t ions
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